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A Prototyping Technique with Toy Blocks
using Active Acoustic Sensing

MakoTo ONoY®  BUNTAROU SHIZUKI?P)  JIRO TANAKAZ:©)

Abstract: We present a prototyping technique with toy blocks for interactive prototypes. It uses active
acoustic sensing to recognize user’s manipulation on prototypes. This technique allows designers to create
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interactive prototypes easily and rapidly.
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Fig. 1 The hardware: a) sensor module, b) lego compatible

piezo-electric elements.
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Fig. 2 Examples of continuous input: a) lever, b) pedal, c) slider.
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Fig. 3 Examples of discrete input: a) switch, b) game controller, c¢) interactive animal.
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Fig. 4 Recognition of animal-shaped block attached to the base

block and touch on the animal.

05 OOOOOOODOO
Fig. 5 Classification of animal-shaped blocks.
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